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A WARNING 



thft prcdu.l VUSI **LH be t«K) by ctiiiUun JtlOt Iftfl &(0 u! MWM1 iTI yjuiu. AilirukJ vhtrvrj v>cn 
<its?avsnAvnalh*wfet>*Si*ci chldr^nao; Tia> cauwseious.serTiantr^ dantaga toi ii* vbivi 

Be'ce us»ng^4 Vt.al Boy. caie-t N read Hie Vi^al Buy lnal-or:<cn Oo=fcs* oixi Iho Consum*-' Inforrrcn 
ard Hr©c*u'rna Koo*ltf BVfon elay»r£ matte sure Uial vou corecuy frijusl Uie h&*dwaro, t^bdlrg ibe IPD 
arri FCCi, FL Og lvi» play i* ym; nm i<vlir*[) lrrr*"l r»t5cnm»r<m iha rrmrtrtAialY 1 y^j *a*. ci« T* t nenjh&nfi*'J VI 
itred &r tl your eyes nuri or becCT* sVat ied DC rot usfiunltepruidor tiUOTiorfair gamaa. F^k.-nrc tr.ioiw^n 
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c^JUiit Via* UiiMv Om:H*j-ol Gutiv Pal* lo Iota* you* uluitd informal un. . 



Welcome Id a revolutionary type of 3-0 puzzle game! 
3-D blocks are maneuvered and stacked within the "Well" in order to 
completely fill eath mdrvidual layer. The Well is a wire-framed display 
in the center of the screen. Only on the Virtual Boy can such a game 

concept become a reality! 
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Whw using the Virtual Boy, severol adjustments must be rnnle before starling the gome, Fof >ooi 
and safety, be certain lo aorfci m Ihese adjustments eorh lime you play. II ycu wear 



fiea 



or contact lenses, fc« sure to weoi ihem while wing the Virtual Boy. 



to the &ime Tok into the Virtual Boy, then turn the POWER witch 
Itxaled on the Iron) of the conlroller ta lhe OH portion When the raoon 
pictured to the righi appears, continue with lhe IPO and FOClfS 
adjustment 

Press SIAKI to display the IPD and FOCUS odpttmeui uiwn/ Boili 
adjustments are mode uwg tlm wreen 





IPD Adjustment 



llih otljwlnwnl tpls Vh'uqI Buy lu lite iTntanre between your eyes (ihe 
Inter Pupil DftlonceJ 

While looking at the adjustment screen, turn vhc IPD dial located on lop ol 
the Virtual Boy until you can ice a mark in oil lour earners of the ttraon, 
as shewn on the screen to the right. 



Ihe test adjirtlment mo/ allow y«j to see only three mcrks, w 
lour slightly birred marks. When yoo hove completed the IPD 
adjustment proceed wilh the FOCUS adjustment. 
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Fhii odjuslment moke* sun* thai von \e« riio gome image in ihc Virtual Bay display clearly, 

Move the FOCUS slider to ita CENTH POSITION as marked on the housing. For moti people, ihe cenlei 
positior should give you the dearesl imoge. II the irnuge K Mill fimy, adjml tho FOCUS dider righr or 
led until llw image « dim 9 oml dear. 



DurragGome Play 



lo otaw the IPO und FOCUS Adjustment saecn during game play, pins 
START lo paBse the gome SeJal TO* using tlm left -Control Pod and 
press the A Button. When the necessary adjustments have been made, 
press START. 
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n* Virtual Bay Game Pak contain* an automatic poirte (unction. Allei tcmpleling the IPD and FDCUS 
odjuilmcnh, pteu SIAKI and llie wreen pictured at righl will appear. The cutomatir pane if pr«el to 
ihf OH petition NiTiiitnlis ntrciirnanr:^ tncrt yaa AlWAYSwt itw miiniiinfM pause to ON* To override the 
setting, use *■ w -* en the left ^Control Pad then press SIARI lo begin the game. 

Allcr playing "3-D Teliis" tor 25 minute*, lite game will present you with the Automatic Pause Sawn Al 

'?::. :Mi!ii ;i : V[]' : M-.-Mi hfeak cmdittl. Piw START to lestnii the 
gome. 
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Controller Functions 



L BUTTON 



Change Ihe perspective of the Well. / Comcb menu selection. 



While Ihft I Billion K hi&d, the I eft f Control Pad wiH control lhe direction in which the 
Welliih. 



LffT ^CONTROL PAD 



Move* curranl blwk in its horizontal 
plane m i) foils, / Switches between 
menu ilerm. 




SELECT 


I Toggle* between lite (ilImhiIk rulation of ihe Well 
being ON or OFF. 






START 


Accepts menu item. / Starts the gaire. ( ' Pou ie< 



On Ihe PAUSE sawn, you inn seled GIVE UP 01 EYES <IPD Adju^lmenlK 
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Reset rhe gome by pressing tho L Buiit>n t R Bui 




Vokfe lit* cwimiI block drop Inter. 
/Activates meru ysfcctiofl. 



Rotates the current block 
as il falls./ Switches 



belween menu ife - 



TLL 



tonka llw block* dock wise cs ihey (all 
/Activate* meniialedion. 

tonln llw bl«kv uwiittr -tlackriu us 
Ihey foil. / Cancels menu sefetlion. 



S£lECT f START A and B Butiom MinultoMot&ty 
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How To Ploy 3-D Tofris 



On the rule screen, press eilher S1ARI the A Button or the ft Button to 
move lo Ihe Gome ShIacI www On thn Gome Sfllwl writen, choose from 
the three gone types: '3-D leiris," "{enter-Fill* or "Punk" 




SETTING THE DIFFICULTY AND LEVEL 



Diifercnl types ot blocks nil appear depending on wikh of Ihc three 
diHkuhy levels I EASY, NORMAL and HAR3I is set. The LEVEL selling alien 
ifw speed at which the blwta (all 




LEVEL 



EQ 






DISPLAY 



Selecting DISPLAY on the Game Seine! sawn will lake ycu lo the Display Adiinlmeni screen. On this 
screen you may seleit BRIGHT lo adjur ihe brightness, DEPTH lo odjml the depth of the Well or FYFS Id 
go (a the IPO and FOCUS Adjwimenl Kiew Additionally, ft* penpedive ol the Well may be thonged on 
thrs screen by using Ihe L li utinn_ 



HI-SCORE 



Select ng III SCORE on the Gome Select screen will take you to the Mi Scot c sawn. On the High Scare 
sneer, the high scores ol one gome type mid mode *ill be drtplaynd. To sw tta high fcoret frcm olher 
game lypn and mode*, prew eilher lh- A DuIIdii llw R Builoit or START 
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The Gome Types Explained 



Tin 3-D inns Game 



fill in cadi individual layw of tha Well without leaving any open 
spatw. Once a layer is (omplctofy IiIIikI, 11 will di^appeai. The Well 
i* comprised <rf five IflycH; and each lime the play* slo<ks blocks 
over this limit, the number of layers is reduced by one. Wien the 
final layer is Ictf , llw game is over. 



Type ft 



Compete for ihe high store by completing as many loyen k 
possible. 



Clear 



The hart 



The Rodcr 




FVHntlb^ 



Clear frvc layers to complete a doge. The complexly of ihe blocks is dependent on ibe s&ffKi/lty setting, 
and ihe vpeed ul which they fall k dependent on the LEVEl sotting. When a stage is complete, Ihe J 

l II fc b hitRHI . ■ b ^' 



collech bonus poinds. 



About The Rmlai 
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About Storing 



The radar dfcplay an ihe right uile of the urnon 
shorn the condition of each ol the live layers o( 
lh<; Well Ihe layers are disflloyed in ordw t with 
lite towrt one on ihe bottom 



The more layers you clear, ihe higher your wore, 
TIk more layers you clear simultaneously, or with 
chain reactions, Ihe mote points they ore worth. 



Basic Score* 



pants 



Immi layer 
. ind la yer: ICOOpoinb^ 
3-tJtoyg 3 t 0O O points 
*llb layer. 4,000 1 




10 Dl>3 ciiiiiL \ 



Oeo r 1 layer Bosicttorexl 

Cloui 2 Si nnJtBneovdy = SOTcsiore * 2 

Clear 3 ftmuhaneowk - Save More > 3 



ns, imilftdy ihe basic hits by lb* 
u uttiplKction rati: 



2 (bains ■ Char* muNip' ohon role fe x 7 



3 (bains - t hqwmultffini&ffl rule c * 4 
iil-aiift - ChaitMiiiiliipliiDiWQ ;Qle if x 
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TKe C«ttr-fiB Game 



Plate blocks lyratnclricolfy mound ihc Rittai squoic 
ol eoih layer of ihe Wei ami (hen drop a block into 
iho tenter square. When a block fc placed in the 
cental Miuare, the layer will be deured il lite fitted in 
porh ol thai layer are symmetrically ptcccd ctound 
the (enter square. In this gome ihe (enter square ol 
the Well is a special location, and any block drtjipd 
there will disoppenr 

Dib Wull is ioiii|ii Mtl <*l live loymy uiid mtcli Time 
you slack blocks over this fanll, the number of lovers 
is induced by one. When the line) layer ft loll, then 
the game c aver. 
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Tk Sffio 



Ihfailv 




The 

Hut Hack 




A 

fmmlion 

Spnlm! 
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Type A 



) 



(omplclD o; many symmelnlal layon c; possible, and compete lor high word Bonin pcmls are added 
os you achieve highor levels. 



TypoB 



|| addition to the falling Uctks, ihefe re obslode blocks «i ilto lowrrti layer Every time ywi dear a 
IqyiH, tin obflodc blocks will appear Bonus points ore added ir> yuu othiuve higher lovek. 






Cleoi It! 



] 



flew len iymmelf fcal layers to complete a stage 

Abaul FORMATION Symbol 



Whan a symmetrical ley* is tallied, 
Ihe FORMATION lyrnbol will bo shown on the rodor display. 
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Aboyf Storing 



The score - A x B k ( 



A = Ten time* Ibe number of Moris roed ii fgrmitHi Ibe symnHtricol layer 
B = The complexity ol the symmetrkd layer, os mcawrod from I lo 10. 
C - Il» verlknl height ol the Wei in which the syromhiail layer was formed 



O *A # means the bigger the symmetrical layer t the more points awarded. 

O ' ET moons the more complex the symmetrical layer, the more points awarded. 

O T" nwont the higher the symmetrical loyai lha more points are awarded 

Caiculattig bonus scores for Type A and Type 8 

Bonus score = The current icaie divided by the number of blacks thai hove been dropped into the center 
BgUflfc 
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Symmetrical Forms Chart 



Score Mullipl'cr 




2x 



FOKVATIOM symbol 



U 

4k 



5k 



10 * 



ii: 



i\i 



+ 



x 



QJ 



FORMATION example 











ffl " 



a s 



a □ 



EB 



Tilt Pntlc Gone 



Al ibe skirl of eoch sfoge, the goal shopn will bo 
delayed in the Well Wien llie player manipulate) 
the falling Winks <ort erily and Creoles the desired 
shape, ihe slago is complete. Il even one square of 
one block is ptoied imanedly. ihen the game « over, 
When he stage is complete, the stags-ending 
onimalton occur. 

About THE BLOCK PREVIEW AREA 

Ihe blocks wed in The siege cie dnpluyed in ihe 

Block Preview Area If ihere area large number of blwks used 

in ihe stage, no! ell of the blwta will be Jiown at v<J 



The Ptcvk^ Aitfl 



The rfodw 




Ik foil Bind 
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About SAVE 

The boltery in this Gam* Pak saves high scores and none entries for the *3 D Ictrh" Did "Center fill* 
games; H also wives Ibe highest stage <omplateiJ m the Tunic* gome. 

Willi fhe "3-0 Tetiis' and v Center-Ffl" games, llw law otain after the player enfet* ie* lame, while in 
(he *Punle* game the save occurs when the stage-eiding animation begins. 



Law Bottery Indicator 



When the bottw ies in ihe Viflml 8oy gel low. Hie indiiator 
shewn on the righl will Hash on the ureal- Rcplote the 
Uiltef ics immediately. 





Meet The Block Characters 





The next block to drop into the Well h 
indicated by the Block Character in the 
NEXT BLOCK box, wbidus on the 
lower left-bond side of the gome 
streen. Memorise which block each of 
Ihese glorious dudes represents! 



i. 1 1 1 \ 
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B3 




A* 
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IMPORTANT: © © 03 © Q © f. g 

WARN IHO: Copying o' cny Nintendo gome e (Hegel one h flricity prohibited by donntir and intornafioruil opyijg-tl 
lowt ' Back-up 4 or "orctilvdl" capiat am ntl cmlhnrirnil and nre nttf necessary ta proled yooi <abfcar& Viotolon wiT be 
BftmAft 

This Hinfendo gome * rol deigned fur use with any uwirliooiad copying invite. Ihe of any *ych devirc will invalidate 
your kmteido product wjfjnTy, Mln'endo (orrf/of nn> Nintendo If&mee or distrihtflai) ft nof n»i»TiuUe lor coy 
damoge or lot* (nuwl by lie use of my *ch device II « ol such device wuk* jou? game lo vDp operating, 
ifcawiwl the device Corel* lo avaic dariogo und tannic normal janw plcy. H your game mm fo operate urd you 
have po de .*e arlarjied to it, plenw torlari your local oulhorStd Ntiknda relodeL 

The auitwifc ol thh naftu d? not interfere with your tloMocy rightt 

Thii manual and other printed matter Momponyingtbrt gome aio polocfad by domedir and jnferrtihonal copvriqhi 

la 1 .?, 

The renlol of hi* game Witbojl pormtiilon of Nintendo a rh licemes it stritfJy prohibited. 

For further infarmulion or av.-sTanre h :»leme contact: 
Nintendo Ctnsnmer A& stance Hotline 
1*800*25^3700 (U.S. nd Carwda) 
Or your local ctfhoriied Nintendo reBailcr + 
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5 JHfffH llllllft WAIIiNH (hi tartui Dm* Mi. I ^ : , . h fa , 

flilmtltyLrc ;mdTl»r|:)nvrti*'irftiit*H|*tth»1<i»W.1tMw^^fU*«(^tiTiriJrt|t»irtrffnifiiH *i iro j*riti lln**fc 
/•f^i* i't^l»tAnVfvli|iU i* it i.i^t*Ml|jil it th^lii Fin i tip 

IXC llO-.M : WOHTHtl* .Tt". '^KKAATY{M«iw>r*Mlt> 

"..fi ik viitii f . *- n:.-iiii ii i.z* til *r lur^rr *ii nllt Vi *t J <it. t >■»{■! Mi l|HlfJwi» n miml n.- i'j" mi*' r r< it \- 
iy*i Uin1*t 1*17 p ** ■!«' Uitii\« lU^yutpMirJt?* tr.^rrn ">'irdiii)lMrriiiil :h ' ^i n * i ■' j : . . .1 ! t i f» 
V i-if ht»p«U'ir>f|tf^i|Tt4ri^rj» »■ -4 if 1 1 f tnlrtf f ■* »Mfl n ti i • ' *i* i ■! " «wt i ih 1 ^*^ m •nllll* :i*iJin >W I 

ffUran iwwi outjii/sikwi Aim iipirahom ounwjwnt 

■ 'tfiftmi '^Jnillrin ft t |*i; )V ^UntWr to jiqa ^irmrti Hur ^n^tnoj *tti» + |kti Inn ire Vent? Vtmi» fi( 
ii. ^* jt.^T l«r* n Lt,ii*it^* ,»♦ ^ M in lutf Tli jJiu iKilli \\ ti mi ft U^iw.lK tlfiiih iilli tii-ttitftiuiSDC 

MMAMUlluUMN, 
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kiwiM MiijfwuvuwiunifiMraMnm^riasiiu 4 u"TF.t^wiu.fir fc 35iiia^i*«Dff^»fiit»nfflCRrAvrrjtt 
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ED HELP WITH INSTALLAVON. MAINTENANCE. 
SERVICE' CALL 1-800256-3700 







\ 



^T 



Nintendo 






Nintendo ol America Inc. 
957. Redmond. WA 98073-O95MISA 



f-.nrcDif J^r. 



